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37 C.r.R. S 1.131 DECLARATION 

Dear Sir: 

We, Beryamin T. Gomex, Peter Fieimning, and Alfred Thomas, named co-inveniDr<> 
of pending US. Patent Applic^iion No. 10/660,041, eniilled "Gaming Machine V/iih Bonus 
Qioicc Changing Feature" hereby declare: 

K Vve arc co-mventors named on the Uniied Slates Patent Applicauon No. 
10/660,041 ("thc*041 application**). 

2. The *04i application generally penains to a gaming machine including a bonus 
selection feature. We invented the subject mauer of the claims of tiie '041 application prior lo 
ihe filing date of U.S, Patent AppHcalion Publicaiion No. US 2005/0055115 (Gerrard ei ai. 
* 1 15), which is September 9, 2003. 
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3. As deiailed below, me subjeci mailer of ihe *04l application was conteived pnur 
10 September 9, .2003, the filing date of Gcrrard ci a\. ' 1 15, 

4. Exhibit A is a true printout of a PowerPoint presenlaiion that wc prepared prior lo 
September- 9, showing dm^ings m4 descripiioas of ihc embodinients of ihe claimed 

5. In view of Exhibit A, the subject maucr of ihe *04! appiication was conceived 
prior 10 September 9, 2003, the nling date of Gejtard et aK M 15. Adciitionaliy, after the 
developmeai of the PowerPoint presentaiion in Exhibii A, we also continued to <iiligeni!> 
tnvesiigaie md refine- &e ledtnotogy ihm is fee siib|eci matier of the *041 ^plicadoit it lezsi 
mu\ Sepiemb^ I L 2003, ihe filing daie ilie of liie ^041 applicaiion., 

6. In addition io our work on the technology, after the deveiopmeni of the 
pQwerPoim preseniaiioa iji Exhibii A, we coniinued to diligenily work with FateBi Counse! on 
developirig chc patenl appiicalion ihai resulted, m ihc *04l applicatioa. 
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We h^^y de€{i:re um all siaiemenis inacle herem of our own knowledge ar^ tme 
and ^1-1 siatemems oiadc on infomiation and belief are beUeved to be ime: and ferihcr* ibat. 
these siaiements and the like $o made are punishable by fine or impri^nmcni, or both, under 
Seciion 1001 of Title 18 of the United States Code, and thai such willful false stacemenis may 
jeopardize Uie validity of the *041 appticaiion or any paioni issued ihercon. 
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Top screen 




Everyone starts fishing and as they 
catch fish, each character begins 
accumulate credits. As the bonus 

continues these values will 
increase. The fishing done in the 
top screen wilt have humorous 
outcomes as the fisherman east 
their lines. 



Here your two choices have 225 
credits and 30 credits for a total of 
255 credits so far. 



Bottom screen 



Top screen 




You keep the fisherman with 225 
credits and decide to switch the 
fisherman with 30 credits for a 
fisherman with a higher credit 
value. Selection buttons now 
appear next to the other fishermen. 
You choose the fisherman in the 
blue boat with 105 credits as your 
new selection. 



Bottom screen 



Top screen 






During the bonus the game will ask 
if you want to switch one of your 
selections. You can keep your 
choices with the hope that they will 






reward the highest outcome or 
change one with a lower value for 




another that has a higher value. 








Here in the bottom screen two 




selection buttons appear rtext to 




your fishermen. There's a "Keep" 
button and a "Switch" button. You 




now can select witch one of the 




fisherman you want keep and witch 
one you want to switch. 






Bottom screen 





Top screen 




Everyone starts fishing again after 

the switch has been made. The 
values increase as each fisherman 
catches more fish. 



Bottom screen 



Top screen 




At the end of the round one fisher will 
be awarded a big catch prize. Here one 
of your fishers gets the big catch and 
is awarded double his value. 



Bottom screen 
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